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THE 3DO COMPANY SHALL NOT BE LIABLE TO THE END USER FOR 
ANY LOSS OF DATA, LOST PROFITS, COST OF SUBSTITUTE GOODS OR 
OTHER CONSEQUENTIAL, INCIDENTAL, SPECIAL, PUNITIVE, OR 
OTHER DAMAGES OF ANY KIND ARISING OUT OF THE USE OF OR 
INABILITY TO USE THE SOFTWARE. 

THE 3DO COMPANY MAKES NO WARRANTIES, EXPRESS, IMPLIED OR 
STATUTORY, REGARDING THE SOFTWARE. INCLUDING WITHOUT LIMI¬ 
TATION THE IMPLIED WARRANTIES OF MERCHANTABILITY AND FIT¬ 
NESS FOR ANY PARTICULAR PURPOSE, OR ANY EQUIVALENT WAR¬ 
RANTIES UNDER THE LAWS OF ANY JURISDICTION. 

DO NOT USE A FRONT OR REAR PROJECTION TELEVISION WITH THIS 
PRODUCT. YOUR PROJECTION TELEVISION SCREEN MAY BE PERMA¬ 
NENTLY DAMAGED IF STATIONARY SCENES OR PATTERNS ARE DIS¬ 
PLAYED ON YOUR PROJECTION TELEVISION, SIMILAR DAMAGE MAY 
OCCUR IF YOU PLACE THIS PRODUCT ON HOLD OR PAUSE. IF YOU 
USE YOUR PROJECTION TELEVISION WITH THIS PRODUCT. NEITHER 
THE 3DO COMPANY NOR U.S. GOLD, INC. WILL BE LIABLE FOR ANY 
RESULTING DAMAGE. THIS SITUATION IS NOT CAUSED BY A DEFECT 
IN THIS PRODUCT OR THE 3DO SYSTEM; OTHER FIXED OR REPETI¬ 
TIVE IMAGES MAY CAUSE SIMILAR DAMAGE TO A PROJECTION TELEVI¬ 
SION. PLEASE CONTACT YOUR TV MANUFACTURER FOR FURTHER 
INFORMATION. 

THE EXECUTION OF SOFTWARE WITH THE 3DO SYSTEM INVOLVES 
THE USE OF PATENT RIGHTS, GRANTED OR IMPLIED FOR, IN CERTAIN 
COUNTRIES. A PURCHASER OF THE 3DO SYSTEM IS LICENSED TO 
USE SUCH PATENT RIGHTS WITH SOFTWARE LICENSED BY THE 3DO 
COMPANY. NO LICENSE, IMPLIED OR OTHERWISE. IS GRANTED FOR 
THE EXECUTION OF OTHER SOFTWARE. 
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STARTING UP YOUR SYSTEM THE ADVENTURE BEGINS 

1. Turn on the power switch at the front of your 

3DO INTERACTIVE MULTIPLAYER™. THE POWER LIGHT 

SHOULD COME ON. 

2. Press the open/close button to open the CD tray, 

place the Flashback CD in the tray (label up) 

AND PRESS THE OPEN/CLOSE BUTTON TO CLOSE THE CD 
TRAY. 

3. After a few seconds the 3DO logo should appear 

ON THE SCREEN FOLLOWED BY THE TITLE SEQUENCE. 

YOU PLAY THE PART OF CONRAD HART, CONTROLLING HIS EVERY 

MOVE THROUGH 7 LEVELS. DURING YOUR QUEST, YOU WILL COME 

ACROSS FRIENDS AND FOES WHO YOU WISH TO HELP OR VANQUISH 

USING YOUR GUN. YOU MUST COMPLETE MANY CHALLENGES IN 

ORDER TO RESTORE HIS LOST MEMORY. EACH LEVEL FEATURES ITS 

OWN UNIQUE GRAPHICS AND HAZARDS, LINKED BY CINEMATIC ANI¬ 

MATION SEQUENCES. 

GETTING STARTED 
After the Title screen appears, an animation sequence 

STARTS PLAYING. PRESS THE PLAY BUTTON TO JUMP TO THE MAIN 

MENU. 

MAIN MENU 

USE THE D-PAD TO HIGHLIGHT AN 

OPTION, THEN PRESS THE A BUT¬ 

TON TO SELECT THE OPTION. 
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Play/Pause 

PRESS TO START A NEW GAME. 

Password menu 

Enter a password to start the game from the beginning of 

THE LEVEL THAT THE PASSWORD CORRESPONDS TO. USE THE D- 
PAD TO HIGHLIGHT A LETTER AND SELECT USING THE A BUTTON. 

The B button will backspace one space and erase one let¬ 

ter, The C BUTTON WILL CLEAR ALL LETTERS SELECTED. WHEN 

YOU HAVE ENTERED ALL THE LETTERS, PRESS THE PLAY BUTTON. 

IF THE PASSWORD IS INCORRECT, YOU WILL RETURN TO THE MAIN 

MENU. AT THE START OF EACH LEVEL, A NEW PASSWORD WILL 

APPEAR AT THE TOP OF THE SCREEN. WRITE IT DOWN FOR EASY 

REFERENCE. 

FLASHBACK 
A&CDEFGNE 
M K L M IV 0 P Q R 
S T U V W X Y Z ^ 
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OPTIONS MENU 
PRESS THE D-PAD UP/DOWN TO 

SELECT AN OPTION. PRESS THE A 

BUTTON TO CHANGE THE SETTING. 

Control Type: Choose from 

THREE DIFFERENT BUTTON CONFIGU¬ 

RATIONS. 

LANGUAGE: CHOOSE FROM ENGLISH OR FRENCH GAME TEXT, 

Control Type 

mm 

Ffro A 
F Ere U 
Rro C 

Language 
DMltculiy 

** Fir* 
- Use Mom 
- Oftw Gun 

: Enftllsh 
l Normal 

DIFFICULTY: CHOOSE FROM EASY, NORMAL OR DIFFICULT. 

EXIT: RETURNS YOU TO THE MAIN MENU 

SUMMARY OF GENERAL COMMANDS: 

D-pad Moves the character during the game. 

Play button Opens and closes the inventory during the 

GAME. SHORTENS THE ANIMATED SCENES. 
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DEFAULT CONTROL SETTINGS: 

A BUTTON 

B BUTTON 

C BUTTON 

“ACTION” BUTTON (RUNNING, JUMPING, FIRING, 

PICKING UP AN OBJECT, TALKING, HANGING ON A 

LEDGE) 

“Use” button (use an object selected from 

THE INVENTORY). ALSO PLACES AN OBJECT DOWN 

WHEN PRESSED WITH THE DOWN BUTTON. 

Draws the gun or puts it away. 

INTERACTING WITH YOUR SURROUNDINGS. 
AS YOU MOVE THROUGH EACH LEVEL, YOU WILL COME ACROSS 

MANY PEOPLE AND OBJECTS. EACH TIME YOU COME ACROSS ONE, 

ITS NAME AND AN ICON WILL BE DISPLAYED AT THE TOP LEFT OF 

THE SCREEN. THE ICON WILL EXPLAIN WHICH WAY YOU CAN 

INTERACT WITH THE OBJECT. PRESSING THE “ACTION” BUTTON 

PERFORMS THE ACTION INDICATED BY THE ICON. THE VARIOUS 

ICONS ARE AS FOLLOWS: 

Take 

Talk 

PICK UP AN OBJECT 

(STONE, KEY, ETC) AND 

PLACE IN YOUR 

INVENTORY. 

Talk to a person. 

LOOK EXAMINE AN OBJECT OR 

A NOTICE. 

ACTIVATE PRESS A BUTTON TO 

OPEN A DOOR, CALL AN 

ELEVATOR,ETC. 
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Recharge Recharges your shield or 

CARTRIDGE. 

USE INSERT AN OBJECT INTO 

A DEVICE MEANT FOR THAT PUR¬ 

POSE (EX. INSERT A KEYCARD 

INTO A CARD LOCK, A CARTRIDGE 

INTO A RECHARGER). IT WILL 

ALSO GIVE AN OBJECT TO SOME 

ONE. 

To OPEN\CLOSE THE INVENTORY, PRESS 

THE PLAY BUTTON. AT THE START OF 

THE GAME, THERE ARE ALREADY SEVER¬ 

AL OBJECTS LISTED. AS YOU TAKE’ 

ITEMS WHILE PROGRESSING THROUGH 

EACH LEVEL, THEY WILL BE ADDED TO 

YOUR INVENTORY. AT THE END OF EACH 

LEVEL, ANY UNNECESSARY OBJECTS 

WILL BE DISCARDED AND YOU MAY BE GIVEN EXTRA OBJECTS TO 

HELP YOU COMPLETE THE NEXT LEVEL. 

INVENTORY MENU 
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AFTER OPENING UP THE INVENTORY, USE THE D-PAD TO HIGHLIGHT 

AN OBJECT. SELECT THE OBJECT AND EXIT THE INVENTORY BY 

PUSHING THE START BUTTON. THE LAST SELECTED OBJECT WILL 

NOW BE MOVED TO THE BEGINNING OF THE INVENTORY. IF YOU 

GIVE AWAY THE OBJECT, THE PREVIOUSLY SELECTED OBJECT 

BECOMES CURRENT AGAIN. 

THE CURRENT OBJECT IS DISPLAYED AT THE TOP RIGHT HAND COR¬ 

NER OF THE PLAY SCREEN. 

OBJECT LIST 
Here are some of the objects which you may find in the 

COURSE OF THE ADVENTURE. 

HOLOCUBE CONTAINS IMPORTANT 

INFORMATION. 

Force field Creates an energy barrier 

WHICH STOPS ENEMY SHOTS. 

STONE CAN BE THROW'N or placed. 
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Credits Money. 

MAGNETIC CARTRIDGE 

MECHANICAL MOUSE 

EXPLODING MOUSE 

ID Card 
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CREATES AN ENERGY 

SOURCE WHEN 

RECHARGED AND PLACED 

IN THE CORRESPONDING 

GENERATOR. 

Advances along the 

GROUND SETTING OFF 

PRESSURE PADS AND 

CAMERAS. 

Like the mechanical 

MOUSE. BUT EXPLODES 

AT THE SLIGHTEST 

TOUCH. MAY BE PICKED 

UP WHEN NOT MOVING, 

IDENTITY CARD. SOME 

MAY BE USED AS KEYS. 

Teleport Receiver ONLY WORKS WITH THE 

Teleport Remote. It 

TELEPORTS YOU TO 

WHERE THE RECEIVER IS 

THROWN OR PLACED. 

Teleport remote Control only works 

with the Teleport 

RECEIVER BY TELEPORT¬ 

ING YOU TO THE RECEIV¬ 

ER’S POSITION. YOU CAN 

GET THE RECEIVER BACK 

AUTOMATICALLY BY 

PLACING THE TELEPORT 

Remote Control on 

THE GROUND. 



MISCELLANEOUS DEVICES 
Used with certain objects to activate them. 

r i™ 

Key lock USED WITH A KEY, OPENS A DOOR OR 

TRAP-DOOR. 

Teleport teleports you towards a mission or 

TO A PLACE WHICH IS INACCESSIBLE ON 

FOOT. 

Energy Generator recharges the shield or magnetic 

CARTRIDGE. 

Switch Opens a door or calls an elevator. 

Camera Opens or closes a door, calls an 

ELEVATOR, ETC. IT ALSO TRIGGERS THE 

LASER CANNON’S FIRE, 

Save Station saves the game where the station is. 

SHIELD THE SHIELD IS AN ITEM IN YOUR 

INVENTORY. YOU START WITH 4 SHIELDS, 

AND EACH TIME YOU ARE HIT, YOU WILL 

LOSE 1 SHIELD. IF YOU HAVE NO SHIELDS 

LEFT AND YOU TAKE A HIT, YOU LOSE 

YOUR LIFE. YOU CAN RECHARGE YOUR 

SHIELD USING THE ENERGY GENERATOR. 

HOWEVER, LOOK OUT FOR THE FOLLOW¬ 

ING DEATH HAZARDS. 

Pressure pad Opens or closes a door, calls an 

ELEVATOR AND MAY ALSO SET OFF AN 

ALARM. 

CARD LOCK USED WITH A CARD, OPENS DOORS. 

Disintegrator loss of life if you cross this. 

I Electrified floor run or jump over it. 

i 
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TAKING TRANSPORTATION 

TO CALL A TAX! 

STAND FACING THE TAX! STATION AND PRESS BUTTON A, 

TO TAKE THE SUBWAY 

STAND IN THE ENTRY ZONE, WAIT FOR THE TRAIN TO ARRIVE AND 

PRESS THE A BUTTON. TO GET OFF AT A STATION, PRESS THE A 

BUTTON. 

HAZARDS 

There are a variety of enemy and killer objects in the 

game. Destroy enemies with your gun. however, some 

KILLER OBJECTS CAN NOT BE DESTROYED. THESE OBJECTS ARE AS 

FOLLOWS: 

Land mine Explodes when you pass over or 

NEAR TO IT. An EXPLOSION DESTROYS 

ONE SHIELD. AVOID THEM BY JUMPING 

OVER THEM. 

Falling mine Explodes on contact with the 

GROUND, AN OBJECT, OR A CHARACTER, 

ETC, AND DESTROYS ONE SHIELD. IF ANY 

OBJECT PASSES BENEATH ONE OF THESE 

MINES IT WILL CAUSE IT TO FALL. 

LASER CANNON TRY TO AVOID ITS DEADLY RAYS. IT IS 

ACTIVATED BY A CAMERA OR PRESSURE 

PAD. 

If Conrad falls more than two floors, he loses his life. 

However, it is possible to stop him from falling if he is 

LUCKY ENOUGH TO CATCH A SIDE WALL. 

HINTS AND TIPS 

General information 

BEFORE STARTING YOUR QUEST, PICK UP THE HOLOCUBE AND READ 

THE INFORMATION. GET INFORMATION FROM PEOPLE YOU TALK TO. 

SEARCH THE SCREEN FOR OBJECTS WHICH MAY NOT BE OBVIOUS 

AT FIRST GLANCE. 

KEEP AN EYE ON YOUR SHIELDS, YOU MAY BE CLOSER TO DEATH 

THAN YOU THINK. SAVE THE GAME REGULARLY. 
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THE LEVELS 

Level 1 - planet titan 

CONRAD AWAKENS ON THE ARTIFICIAL JUNGLE OF THE PLANET 

Titan. He has no memory of past events nor the circum¬ 

stances WHICH BROUGHT HIM TO THIS PLACE. HOWEVER. HE 

FINDS A HOLOCUBE WHICH CONTAINS INFORMATION TO HELP HIM 

PIECE TOGETHER HIS MEMORY. CONRAD MUST FIGHT HOSTILE 

MUTANTS, WATCHDOG ROBOTS, AND AVOID DEADLY TRAPS TO FIND 

HIS WAY OUT OF THE JUNGLE. 

HINT: PRESSURE PADS ARE ACTIVATED BY RUNNING OR WALKING 

ACROSS THEM, OR BY THE WEIGHT OF AN OBJECT. 
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LEVEL 2-NEW WASHINGTON 

CONRAD MANAGES TO FIND HIS FRIEND IAN AND RECOVER HIS MEM¬ 

ORY. HE KNOWS HE MUST RETURN TO EARTH TO STOP THE ALIEN 

CONSPIRACY. UNFORTUNATELY THE VOYAGE TO EARTH IS EXPEN¬ 

SIVE. Conrad must earn credits by completing some jobs. 

HINT: DON'T LEAVE OUT ANY OF YOUR OPTIONS DURING A LAST 

MINUTE DECISION. 

LEVEL 3-DEATH TOWER: 

CONRAD IS A CONTESTANT ON THE DEATH TOWER TELEVISION 

GAME SHOW, TRYING TO WIN A FREE TICKET BACK TO EARTH. THE 

Death Tower is a dangerous labyrinth guarded by formida¬ 

ble REPLICANTS THAT HAVE THE POWER TO MOVE AT BREATHTAK¬ 

ING SPEED. 

HINT: A REAL TEST OF YOUR 

REACTION TIME. BE QUICK AND 

AWARE AT ALL TIMES. 
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Level 4-earth 

Once on earth, the aliens discover his true identity and 

TRY TO LIQUIDATE HIM. AFTER ESCAPING HE FINDS HIS WAY TO 

THE ALIENS’ HEADQUARTERS. CONRAD MUST FACE WATCHDOGS; 

REPLICANTS; LASER CAMERAS AND ROCKETS. 

HINT: There are lots of secret passages in this club. 

Level 5-The Secret Base of “Paradise” 

In the Paradise Club Conrad uncov¬ 

ers THE ALIENS’ PLAN TO DOMINATE THE 

HUMAN RACE. UNFORTUNATELY HE IS 

DISCOVERED BY THE ALIENS AND CAP¬ 

TURED. 

HINT: PRACTICE USING THE TELE¬ 

PORTER. 

levels 6 a 7-The planet of morphs 

Conrad finds himself on the planet morph, the home of 

THE ALIENS. HE SETS OUT TO FIND CRUCIAL INFORMATION WHICH 

WILL DESTROY THE PLANET. 
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HINT: 
1. Sometimes the best thing to 

DO IS THE MOST OBVIOUS. 

2. TRY TO ATTACK THE ALIENS FROM 

ALL SIDES. 
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CHARACTER MOVES 

TO ASCEND ON AN ELEVATOR: 

PRESS AND HOLD DOWN THE A BUTTON AND UP ON THE D- 

PAD. 

TO DESCEND ON AN ELEVATOR: 

PRESS AND HOLD DOWN THE A BUTTON AND DOWN ON THE 

D-PAD. 

To Somersault while running: 

Press and hold down the a button and tap left or 

RIGHT ON THE D-PAD, THEN TAP DOWN ON THE D-PAD TO 

SOMERSAULT. 

Small Jump: 

Press and hold down the a button and tap up on 

the D-Pad. 

GOING DOWN ONE FLOOR: 

STAND AT EDGE. PRESS AND HOLD DOWN THE A BUTTON 

AND DOWN ON THE D-PAD. 

GOING UP ONE FLOOR: 

Stand under the ledge, Press and hold up on the 

D-Pad. 

RUNNING LONG JUMP: 

PRESS AND HOLD DOWN THE A BUTTON AND TAP LEFT OR 

RIGHT ON THE D-PAD, THEN TAP UP ON THE D-PAD TO 

JUMP. 

Run AND HANG ONTO A HIGHER FLOOR AUTOMATICALLY: 

Press and hold down the a button and tap left or 

RIGHT ON THE D-PAD. 

Hang TO THE LEFT OR RIGHT TOWARDS a LOWER FLOOR: 

Press and hold down the a button and tap down on 

THE D-Pad, THEN TAP THE D-PAD IN THE OPPOSITE DIREC¬ 

TION TO TURN AROUND. 

WALK WITH THE GUN: 

TAP C BUTTON TO PULL OUT GUN. LEFT OR RIGHT ON THE 

D-PAD TO MOVE WITH THE GUN OUT. PRESS A BUTTON TO 

TAKE AIM. 

Somersault with gun: 

TAP C BUTTON TO PULL OUT THE GUN. TAP DOWN ON THE 

D-PAD TO KNEEL AND TAP LEFT OR RIGHT TWICE TO ROLL 

Drop down a floor with the gun drawn on landing: 

Tap C BUTTON TO PULL OUT THE GUN. ADVANCE TO THE 

EDGE BY PRESSING LEFT OR RIGHT ON THE D-PAD. WHEN 
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AT THE EDGE, TAP LEFT OR RIGHT ONCE MORE ON THE 

D-PAD TO DROP DOWN. 

CLIMB UP A FLOOR WITH THE GUN DRAWN; 

PRESS AND HOLD UP ON THE D-PAD. WHEN PULLING 

YOURSELF UP, TAP C BUTTON. 

SOMERSAULT: 

Press and hold down on D-Pad. While crouching, 

PRESS AND HOLD LEFT OR RIGHT ON D-PAD. 
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SCORES 

U.S. GOLD, [NC. LIMITED WARRANTY 
U.S, GOLD, INC. WARRANTS TO THE ORIGINAL PURCHASER THAT THIS U.S. 

GOLD CD IS FREE FROM DEFECTS IN MATERIALS AND WORKMANSHIP FOR A 

PERIOD OF NINETY (90) DAYS FROM THE DATE OF PURCHASE. THIS U.S. 
GOLD CD IS SOLD AS IS WITHOUT EXPRESSED OR IMPLIED WARRANTY OF 

ANY KIND, AND U.S. GOLD IS NOT LIABLE FOR ANY LOSSES OR DAMAGES OF 

ANY KIND RESULTING FROM USE OF THIS PROGRAM. U.S. GOLD AGREES 

FOR A PERIOD OF NINETY (90) DAYS TO EITHER REPAIR OR REPLACE, AT ITS 

OPTION, FREE OF CHARGE, ANY U.S. GOLD CD, POSTAGE PAID, WITH PROOF 

OF DATE OF PURCHASE, AT ITS FACTORY SERVICE CENTER. 

This limited warranty is not applicable to normal wear and tear. 

This limited warranty shall not be applicable and shall be void if 

THE DEFECT IN THE U.S. GOLD CD HAS ARISEN THROUGH ABUSE, UNREA¬ 

SONABLE USE. MISTREATMENT OR NEGLECT. THIS LIMITED WARRANTY IS IN 

LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR 

CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE U.S, GOLD. 
ANY IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PAR¬ 

TICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD 

DESCRIBED ABOVE. IN NO EVENT WILL U.S. GOLD BE LIABLE FOR ANY SPE¬ 

CIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSES¬ 

SION, USE OR MALFUNCTION OF THIS CD. 

SOME STATES DO NOT ALLOW LIMITATION AS TO HOW' LONG AN IMPLIED 

WARRANTY LASTS AND/OR EXCLUSIONS OR LIMITATIONS OR INCIDENTAL 

CONSEQUENTIAL DAMAGES SO THE ABOVE LIMITATIONS AND OR EXCLU¬ 

SIONS OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU 

SPECIFIC RIGHTS, AND YOU MAY ALSO HAVE RIGHTS WHICH VARY FROM 

STATE TO STATE, 


